The original statechart diagram for the Gumball machine

Heve's the way we think the aumball mathine controller needs to
@ w::: Wc'rew:o?ying you tan implement this in Java for us! We may
be adding more behavior in the future, so zou need to keep the
Mighty Gumball. In. design as flexible and maintainable as possible!
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The statechart diagram to incorporate a Winner state. Getting into
the Winner state has a 1 in 10 probability. A winner gets 2 gumballs.
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What code changes are required to incorporate the above changes to
the gumball machine?



